Cor Machina 


Legendary wondrous item, Requires attunement by a creature with blood and a heart. 


Full Blooded: When regaining hit points, if you go over your maximum, the excess healing turns 
into temporary HP (standard temp HP rules). In addition, you regain all Hit Dice on a long rest, 


instead of half. 


Body is a Temple: You are immune to any disease, resistant to poison damage and have 


advantage to resist the poisoned condition. 


Hearty Constitution: When rolling a Constitution saving throw, you may spend 1 Hit Die and add 
your proficiency bonus to the save, this bonus is in addition to your normal proficiency, if you 


have it. 


Transfusion: Willing creatures that have blood, can roll any number of their Hit Dice and give the 
healing to you instead of themselves, and you can do the same to any willing creature that has 


blood. This can be done as an Action, or during a short or long rest. 


Blood rush: Once per long rest, as a Bonus Action, for 1 minute you gain the effects of the Haste 


and Heroism spells (No concentration required) and your Strength score is set to 24 unless it is 


already higher. At the end of the duration, you gain one level of exhaustion. 


Curse: When attuning to this item, it implants itself into your body, replacing your heart. 
Attunement can only be broken willingly, using the Remove Curse spell or similar magic, cast at 
7th level or higher. The curse must be removed in conjunction with another spell or effect that 


ican regrow limbs or body parts, and if done without one, the attuned creature dies immediately. 


